LISA the Tabletop 


A Beer and Pretzels RPG based on the Legendary Trilogy by Dingaling 


Playtest Draft 1.1 


The World of LISA 
In case you weren’t already aware, the game takes place in Olathe. After the White Flash, a mysterious 
catastrophe resulted in the disappearance of all the world’s females, the survivors struggle to survive in a 
wasteland full of warlords, mutants and madmen. Burnt out wrestlers grapple with fishmen and drag 
queens, middle aged nobodies and washouts wander the wastes in search of something to add meaning to 
their pointless lives, and shambling, hideous things twitch and squirm to the distant sound of trumpets. 

What You’ll Need 

Paper 
Pencils or pens 
Dice. Multiple D4s, D6s and D10s, and at least one D8, D12 and D20 
Some good men, or whoever you have, at least three people though (including you, you dirty bird) 
Counters, chits or tokens 

Character Creation 
Gender: Your character’s gotta be male. If he wasn’t born with a dick and balls, he didn’t make it 
through the White Flash. 


Next, fill in your character’s 

Full Name: 

Nickname: 

Class: 

Fighting Art: 

Past Occupation: 

Likes: 

Favorite Food: 

Most Hated Thing: 

None of these affect your character’s stats or abilities, but all serve to fill out his personality, and might 
come in handy later on. 

Next, apportion your character’s stats. You have 10 points to distribute. You can put zero points in a stat, 
although it’s not always wise to do so. 

Fighting: Each point in Fighting increases your attack damage and chance to hit by 1. 

Toughness: Each point in Toughness boosts your max HP by 5 (from a base of 10) and lets you increase 
one of your status resistances by 3. 

Agility: Each point in Agility boosts your initiative, dodge chance and chance to inflict status effects by 
1. 

Special/Technique: Choose whether you want your character to fight using SP or TP. Each point boosts 
SP by 10 or TP by S. 


Now calculate your derived statistics 

Damage Bonus: Equal to your Fighting skill 

Bonus to Hit: Equal to your Fighting 

Bonus to Inflict Status Effect: Equal to your Agility 

Dodge Chance: Equal to your Agility, plus 2 

Max HP: Equal to 10, plus Toughness times 5 

Max SP/TP: Equal to 10, plus Special times 10 or Technique times 5 


Resistances: The base resistance to all status effects, debuffs and DOTs is 3. For each point of 
Toughness, you can increase your resistance to one of them by 3. 

Next you need to come up with some abilities. You have 5 points to spend here. You can create one 
ability using all five points, five abilities that cost one point, or anything in between. The TP/SP cost of 
an ability is equal to its point cost multiplied by 5. 

Damage: Each point spent adds 1D10 damage to the ability. 

Debuffs/Status Effects: The cost of abilities which inflict status effects is determined by the chosen 
effects. The same ability can inflict multiple effects. 


Asleep 1 Confused 1 Paralyzed2 Silenced2 Weird 1 
Bleeding Crying | Pissed 2 Stunned 2 Wet 1 
Blind 1 Fallen 2 Poisoned 1 Taunted 1 

Buming 1 Oiled 2 Scared | Wary 2 


Healing/Restorative: Every point spent allows the ability to restore D20 HP, D20 TP, or D20 SP. 

AOE: By doubling its point cost, an ability affects either all enemies or all friendlies in the battle. 

Buffs: The cost of abilities which grant buffs are determined by the chosen effects. The same ability can 
grant multiple buffs. 
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If you want to create an ability that costs more ability points than you have available to spend, you can 
attach a debuff or status effect to it that is automatically inflicted on your character when you use it. This 
lowers the ability point cost in proportion to the cost of the malus. However, the SP/TP cost to use the 
ability is not lowered proportionally, but rather remains the same. 

It isn’t enough to just spend points and give all your abilities stats. They need cool names and 
descriptions. You don’t just deal 2D10 damage and stun a guy, you Irish Whip him headfirst into the 
nearest solid object. You don’t just inflict blindness, you gouge a motherfucker’s eyes with your thumbs. 
You don’t heal everyone for D20 HP, you rally your friends with a warcry, or maybe an amusing pun. 
Next you need to see what equipment you start with. You have to choose a weapon, something to go on 
your head, something to go on your body, and an accessory. None of this stuff costs anything or has any 
effect on gameplay, but you have 2 points to spend to improve it so it does. 

Weapons: | point boosts the user’s damage, chance to hit, or chance to inflict status effects by 1. 

Head, Body and Accessories: | point can boost either the dodge chance or the armor value of the wearer 
by 1. 

There may exist equipment in the world that gives the wearer greater bonuses, as well as resistances and 
even positive status effects. This is up to the GM. 

For starting items, roll 2D10 to determine your starting number of porno mags, which in the hellscape of 
Olathe following the Flash are used as money. If you don’t mind starting the game addicted to joy, you 
can also roll D4 to determine how many doses you’re carrying with you. 


Interacting With the World 
There are no skill checks. If you can spin your character’s abilities, previous occupation, or something 


else about him to justify being able to do something, the GM might let you do it. If you absolutely have 
to roll for something, roll a die and compare it to the character’s most relevant statistic. If the roll is equal 
or beneath the number, you succeed. Use a D4 for easy things, a D6 for harder things and a D10 for the 


hardest things. There are no skills for social interactions with NPCs, you roleplay it and if you’re lucky 
they’ll see things your way. If you want to use abilities outside of combat you may be able to, provided 
the GM lets you and you have the SP or TP for it. Who knows what effects they’ II have. 


Resting a spell restores all your HP and SP, and cures all status effects except withdrawal. You might 
want to put someone on watch in case something bad happens, although they won’t heal any if you do. 
Generally, resting outside of friendly, civilized areas is dangerous. 
At any time, the GM has the right to tell you your characters are hungry or thirsty or tired or whatever and 
need to satiate their disgusting biological needs. Always keep an empty bottle handy, you never know 
what you might need to fill it with. 
Combat 

When battle is joined, roll a D10 for everyone and add their Agility. Everyone acts in order from highest 
to lowest. You won’t need miniatures for this, you can make it a tactical combat game if you want but 
that goes against the spirit of the thing. 
Normal Attacks: Roll 1D10, add your Fighting and any accuracy modifiers from equipment. If the 
modified roll is higher than the target’s dodge chance, the attack lands and you roll for damage: 1D6 plus 
Fighting. If the target’s equipment gives any armor bonuses, subtract those from the damage roll. 
Special Attacks: Roll 1D10, add your Fighting and any accuracy modifiers from equipment. If the 
modified roll is higher than the target’s dodge chance, the attack lands and inflicts damage equal to your 
Fighting score plus D10s equal to the number of ability points spent on damage for the attack. Ifthe 
attack includes a status effect, roll to see if it was successfully inflicted. 

AOE Attacks: As special attacks, but roll to hit, damage and/or inflict status effects for every 

enemy in battle. 
Other Abilities: Abilities that heal, buff, or otherwise affect you and your teammates succeed 
automatically. 
Items: Using an item takes your turn. You can use it on yourself or anyone else. 
SP: You start every fight with however much SP you had when you went in. You can restore it with 
abilities or restorative items. 
TP: You start every fight with D4 TP for each point you have allocated to Technique. Whenever you get 
hit, you gain TP equal to half the damage you took. When you hit an enemy with a normal attack, you 
gain TP equal to half of the damage you dealt. 
KO: When a character runs out of HP, he’s KOed. If you have an item that revives people you can revive 
him. After the fight he wakes up with 1 HP. Some enemies have attacks that kill you if they KO you, 
watch out for those. 
Running Away: If you need to get away from a fight, roll a D10 and add the Agility value of the slowest 
party member. Do the same for the opposition. If you roll higher you get away, if the enemy rolls higher 
you can’t escape. Anyone who’s incapable of moving can’t escape or participate in pursuit, they get left 
behind, unless someone wants to drag or carry them. Things like bicycles and cars make escaping and 
pursuit a lot easier, things like carrying unconscious people make them harder. If your enemy tries to run 
and you pursue them, just reverse the roles and use the same rules. 


Party Wipes: If your whole party is KOed, you may wake up robbed of all your items, or you might 
wake up dead. Or whoever beat you might just leave you in peace. 
Permanent Injury: Brawling in the wasteland carries risk of maiming and disfigurement. If the GM 
feels that a player character has been KOed once too often, or if the party is wiped out, they can declare 
that the loss was accompanied by a permanent injury. This can take the form of anything from an ACL 
tear to a lost eye to a severed arm. Permanent injuries inflict a loss of, at minimum, one Stat point and 
two Ability Points, to be increased in severity at the GM’s discretion. 
Status Effects, Debuffs and Damage Over Time: If you hit your target with an attack that inflicts a 
status effect, add your Agility to the number shown on the die. If the sum of those two numbers is greater 
than the target’s resistance to that effect, it sticks. If an attack inflicts multiple status effects, compare the 
sum to each of the target’s resistances to find out which effects take effect. Unless otherwise stated, status 
effects count down at the end of every turn. 

Asleep: Cannot act, cannot dodge, being hit removes it, lasts 3 turns. 

Blind: Rolls to hit halved, lasts 3 turns. 

Bleeding: D6 damage per turn, lasts 3 turns. 

Burning: D6 damage per turn, lasts 3 turns. 

Confusion: Cannot act, being hit removes it, lasts 2 turns. 

Crying: Deal half damage, lasts 3 turns. 

Fallen: Lose next action. 

Hungover: Always move last, can’t dodge, lasts 3 turns. 

Oiled: Take triple damage from any attack which inflicts burning, lasts 3 turns. 

Paralyzed: Lose next action. 

Pissed: Attack a random target each turn, including your allies or yourself, lasts 2 turns. 

Poisoned: D6 damage per turn, lasts 3 turns. 

Scared: Cannot attack whoever inflicted the status, lasts 2 turns. 

Silenced: Can’t use any ability which costs SP or TP, lasts 2 turns. 

Stunned: Lose next action. 

Taunted: Must attack whoever inflicted the status, being hit by anyone else removes it, lasts 3 

turns. 

Wary: Take double damage, lasts 3 turns. 

Weird: Cannot dodge, armor reduced to zero, lasts 3 turns. 

Wet: Immediately cancels any active buffs on the target. 
If the same damage over time ability is applied multiple times to the same target (bleed on a target already 
bleeding, etc) the target does not take an additional D6 of damage per turn, but rather the number rolled 
on the die for the number of turns is added to the existing number. Different damage over time abilities 
applied to the same target (poison on a target already bleeding, etc) are tracked and rolled for damage 
separately as normal. 
Buffs: Buffs succeed automatically when used on yourself or your teammates, or when derived from 
items. Unless otherwise stated, buffs count down at the end of every turn. 

Cool: Automatically heals D6 HP per turn. Lasts 6 turns. 

Cover: Damage taken by a chosen ally is redirected toward user. Lasts 3 turns. 

Drunk: Always move last, can’t dodge, deal double damage. Lasts 3 turns. 

Enraged: Double damage. Lasts 3 turns. 

Hidden: All incoming attack rolls halved. Lasts 3 turns. 

Ironbody: Halves all incoming damage. Lasts 3 turns. 


Refreshed: Immediately removes all negative status effects except Withdrawal. 
Enemies: Enemies are built like player characters, and so are their abilities. However, rather than 
tracking the number of SP/TP each enemy has, they have cooldowns based on the number of points their 
abilities would normally cost. When an enemy or NPC uses an ability, roll a die corresponding to the 
cost, the result is how many turns he has to wait before using it again. 


Items 

Alcohol: Heals D20 HP, causes Drunkenness. After the effect wears off, the hapless drinker is left 

Hungover, meaning 

Bottle: Holds things, can be thrown in combat to attack for D6 damage 

Bottle of Water: Cures all status effects except Withdrawal 

Bottle of Soup: Heals 3D10 HP 

Bottle of Urine: Attacks for D6 damage and inflicts Pissed 

Cocola Cola: Restores 3D10 SP 

Dirty Water: Attacks for D6 damage and inflicts Poison 

Firebomb: AOE attack, automatically deals 2D20 damage and sets victims on fire 

Jerky: Heals 4D10 HP 

Perfume: Restores KOed characters to consciousness with D20 HP. 

Tea: Restores 3D10 TP 

TNT: AOE attack, automatically deals 3D20 damage 

As you advance in power and face more dangerous foes, you may encounter upgraded versions of these 

items, which have the same effect but with bigger numbers (IE Horse Jerky heals more, Diesel Firebombs 

do more damage, Fancy Perfume restores characters with full health, etc). 

Joy: Restore all HP, boost to-hit rolls by 5, deal double damage, lasts D10 turns. A single dose always 

results in addiction. 
If a Joy addicted character ever falls unconscious, roll a D100. If the result is equal or less than 
the total number of joy doses that character has consumed, they begin their transformation into a 
Joy mutant. The character becomes an NPC (and most likely attacks the other party members). 
A Joy addicted character who actually dies has an even greater chance of turning. 
Withdrawal: Sets in D10 hours after a dose of joy (usually at the most inappropriate time) and 
every D20 hours after that, Agility, damage and to-hit rolls halved, lasts D20 turns 
Overdosing: 5 hits of Joy taken at once is an overdose. In addition to the listed effects of an 
ordinary Joy pill, overdosing on Joy doubles all your stats, and lasts for the entire encounter. 
When the fight is over, you become a mutant. 


Leveling Up 
Every party member earns the full value of experience from winning a fight, it isn’t divided up. 
Characters who are unconscious at the end of a fight gain only half XP. Completing motivational goals 
can also give you experience. 


evel! fo | 10 Stat Points, 5 Ability Points, 10 Base HP 
1,000 12 Stat Points, 7 Ability Points, 10 Base HP 


Every level gives you 2 stat points and 2 ability points to spend. You have to spend the stat points right 
away (like you did in character generation) but you can save ability points up if you want to create 
something that costs more than you currently have. 


Upgrading Abilities: An upgraded ability costs as many ability points to create as the difference between 
the upgraded ability’s point value and the original ability’s point value. 

Inventing New Abilities: If you want your character to do something that isn’t covered by the listed 
buffs, debuffs, DOTs or other status effects, make up your own. Come up with an effect and an associated 
ability point cost, benchmark it against whatever’s most similar if you aren’t sure how much. 

Using Multiple Characters: If you enjoy making characters and want to use more than one, ask your 
GM. You can swap between them at bars, campsites or wherever else the GM says, like in the real game. 
Normally you can never play more than one character at a time, the others are in limbo and don’t gain XP 
or participate in any way until brought back into play. By default, new characters introduced during play 
start at one level below the party average. 

Controlling Multiple Characters: If you don’t have many people to actually play the game with, you 
can play the game with as little as one player and a GM. The lone player controls every character in the 
party, using the normal rules for initiative, turns, etc. Rather than the player being able to create and 
introduce characters at will, the GM decides when and where new party members will join up. 


Sample Adventure 
Right here, you dandy FUCK 


Sample Enemies 
Yeah 


Sample Player Character 
Full Name: Roger Milhous Burris 


Nickname: Barry 

Class: Milquetoast 

Fighting Art: Bataireacht 

Past Occupation: Tenured Professor 

Likes: Rain 

Favorite Food: Lox 

Most Hated Thing: Limping 

Primary Statistics 

Fighting: 2 

Toughness 2 

Agility: 2 

Special: 4 

Secondary Statistics 

Damage Bonus: +2 

Bonus to Hit: +2 

Bonus to Inflict Status Effect: +2 

Dodge Chance: 4 

Max HP: 20 

Max SP: 50 

Resistances: 6 vs Bleed, 6 vs Crying 

Abilities 

Cane Flail: Barry swings his cane wildly! 
1 Attack for D10+2 damage 
Cost = 1 ability point (1D10 of damage), 5 SP (1*5) 

Lightning Rod: Barry calls a storm cloud to zap his enemies! 
2 damage, Paralysis, AOE 
Cost = 4 ability points (Paralysis, AOE), 20 SP (4*5) 

Equipment 

Weapon: Polished Cane (+1 chance to hit) 

Head: Sunblock 

Body: Cardigan (+1 armor) 

Accessory: Fountain Pen 


